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ABSTRACT

Virtual reality(VR) is both one of the high-technology and main paradime in leading next genaration of
21th century. It's application spectrum is various' and lead to numorous revolotion as well as transition in
technical aspect. These change is a good procept of it's value and influence effect in global fields of human
life. In this paper, a development method of virtual reality simulation system is presented, which is based
on the shape research about VR.
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